were required to make a rapid saccade to a shape singleton (a diamond among display contained a distractor rendered in the color that predicted high reward 160 compared to the low reward color.
161
These results are striking because they suggest that reward influenced the 162 extent to which distractors elicited oculomotor capture, even though selecting the 163 distractor was never necessary in this task. In fact it was detrimental for obtaining 164 reward since looking at the distractor always caused reward omission. The authors 165 argued that there was therefore less scope for instrumental response-shaping under 166 these conditions, since participants were never rewarded for selecting the distractor.
167
Instead these results suggest that merely signaling reward is sufficient to change the 168 extent to which stimuli elicit oculomotor capture. In other studies, Le Pelley et al.
169
(2015) demonstrated a similar influence of reward-signaling on covert selection. 
186
The present study was designed to investigate whether task-irrelevant stimuli 187 that signal reward capture the eyes even when these stimuli are not physically 188 salient. Crucially selecting these task-irrelevant stimuli is and was never necessary to 189 obtain reward. Participants performed an oculomotor search task. On each trial they 190 were required to fixate a shape singleton (e.g. a diamond) which was displayed is initially produced by physical salience, then we would not expect to observe 201 capture by the non-salient, reward-signaling stimuli. Instead we would expect 202 observers to be able to ignore these stimuli, regardless of the level of reward 203 availability that they signal and simply make a saccade directly to the target. .292, y = .614, 16.4 cd/m²; yellow, CIE: x = .412, y = .515, 21.9 cd/m²; pink, CIE: x =
236
.313, y = .226, 11.7 cd/m²; brown, CIE: x = 538, y = .411, 8.5 cd/m²; cyan, CIE: x =
237
.220, y = .331, 18.5 cd/m²). Each display contained exactly one nontarget shape that 238 was colored either red or blue; this was the reward-signaling stimulus in experimental 
Procedure and Design

249
Each trial consisted of a fixation display, search display and feedback display 250 (see Figure 1 ). Once drift correction was successful (i.e. participant fixating within 2° 251 of the center of the screen), the actual trial started with the presentation of the fixation 252 display presented for 300-500 ms. Following the fixation display, the search display 253 consisting of the six uniquely colored shapes was displayed for 1000 ms or until 254 response. Participants were asked to fixate the shape singleton (target) as quickly 255 and accurately as possible and to continue fixating it until the search display 256 disappeared. A region of interest (ROI) with a radius of 3.5° was defined around the target. Once participants had fixated within this target ROI for more than 100 ms, a 258 correct response was registered. Then the display blanked for 250 ms, followed by 259 the feedback display ("correct" during the practice block) for 1250 ms, subsequently 260 to which the feedback display was presented for 1250 ms. To foster quick responses 261 during practice, we set a latency limit of 650 ms (based on a pilot experiment). When 262 responses were correct but slower than this cutoff time, the feedback display 263 informed participants that their response was "correct but too slow" during practice. If 264 1000 ms elapsed before participants registered a correct response, the feedback 265 display instead read "too slow".
266
With the start of the experimental blocks, two crucial design features changed:
267
First, participants were informed prior to the start of the first experimental block that 268 they could now earn points depending on their performance and that these points 269 would correspond to money paid out to them at the end of the experiment (no 270 information was given about how many points corresponded to how much money). In 271 particular, participants were informed that the presence of either a red or a blue 272 nontarget shape in the display would indicate how many points could be earned for 273 that particular trial. Participants were also informed that they would receive reward 274 only if they managed to fixate the target before a variable latency limit (as opposed to 
Omission trials.
In order to investigate whether a physically non- relating to time to fixate the target, is consistent with the idea that the high reward the high reward compared to the low reward distractor was present.
337
To investigate in more detail whether reward availability affected early eye effect, we compared the reward levels for each decile using paired samples t-tests.
369
Significantly more first saccades went to the distractor in the high compared to the 370 low reward trials for decile 1, 2, 3, 4, 7 and 10 (decile 1: t(17) = 3.084, p = .007, 95% The apparatus was identical to Experiment 1.
443
Stimuli
444
The setup of the stimuli was identical to Experiment 1 with a single exception.
445
In Experiment 2, the reward-signaling distractor could be either one or two positions 16.2) compared to when it signaled low reward (9.1% ± 4.7), an effect that remained 474 relatively stable throughout Experiment 2 ( Figure 6 ).
475
Time to fixate the target. 
580
This suggests that even though there was evidence for generally more capture when 581 comparing both experiments, the difference in capture by reward was not further 582 modulated by the introduction of the fixation offset manipulation (see Figure 10) . Participants' gaze was more often drawn to that reward-signaling stimulus,
589
particularly so for early first saccades.
590
By manipulating the fixation offset we were able to generate faster initial 
General discussion
The present study shows that physically non-salient and task-irrelevant stimuli 
